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In its long history, the land of Lufia, like 

most civilizations, has experienced both. __ 

the devastation of war and the prosperi- 

ty of peace. According to Lufian legend, (| reasons. They simply wanted 
ultimate disaster was averted gener- the land of ийа for their own. 

ations ago when four brave heroes And they knew that the time to 

saved their people from certain destruc- Be apie DIA 

tion at the hands of villainous creatures a T 

known as Sinistrals. Although the epus tly ணட கிறத 

Courage and fame of these bold war- د ر‎ чынны oh 

lors has been passed down through the Tx 


There are many reasons for war: greed, a difference in beliefs, or a 
hunger for power. The Sinitrals started a war for the most selfish of 


es in legend and myth... it was not the | neo Se a | 
Bs ul they rescued thet hom 3900 sow the all uf der 
from the threat of total destruction. Dual Blade. And Arek would 
Now the complete history of their brave hne victory for once and for all. | 


heroics will unfold for all to see. 


ИМЕ FOR HEROES 


288 The Sinistrals may have the upper hand 
ட with knowledge of the Dual Blade's power, 
but the Humans are not done yel. the | 
monster hunter; Maxim, has anything to вау 
about the future of the world, the Sistas 


wi a ig eh нуш 
reni wi in cts wha ol 
Ў பவர்கள்‌ ope Sei 


Now he 
will find the source of the war on 
the world. And, now his band of 
warriors will rise triumphantly over 
the Sinistrals. At least, that’s the 
plan. Victory oes not come to 


EROES OF|.EGEND 


The heroes of Guy 
Lufia come from E 
near and far. Some specialize in 


Aff, 


Swordman 


Э Абул. 


" Ее 
power of weapons; swords, A ご ates 


bows. Others use magic Jab 
their enemies. Togethe 


бино 


arin 
= காரு sown end spared no 
will fight to prevail, fpei 00 = 


to cook up a victory with this SJ 


and many stronger fools. 
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LAY CONTRO II Fm 


The journey begins party in the eld with Î t ond the cursor EI. 
with you. Here's how 

can guide Main and lue fellow 
fighters fo victory. The Start Button. 

begins the game. The other controls 


are as follows. 
FIELD/TOWNS 


Play control is virtually 


igh 


The Control Pod moves te lead character 
Ма, Sout, Eost, West ond diagonally. 


© Position your character neor villagers and press 
the A Merton ta hear what they han 


Г ТС he X Bro calls ப 
sub screen for playing options. 


the same nthe field ast (Су 
is in towns. See Page 12 
for more details. i 


CREID horin, the L Button has the some 
effect as pressing the A Botton repeatedly. 


BATTLE 


The sub screen allows you to manage the status of your fighting party, You 
«an al them with potions equip tem wth weapons and stud e 
Mem. Sce Page 18 for more .. 

information 


Oy you lo back | 
5 «nd cancel your selection. | 


E2 e (hum 


Your fight against the 
forces of the Sinistrals will 
involve the use of 


Use the Control Pod f moe the cursor so 
that it highlight 


special ems. There are 
many ways to win See 
| Page 22 for more details 


Г ‘ihe X Button will bring up informa- 
LISTA c: 


BUTTON Holding йе L Botton, 


function os bitting 


REWER | the curent weapon or EE 


s, The R Button wil elec all targets. 


бейей Barton ir dor 
ОЛ on iist. 


ETTING STARTED 


The journey begins now. As you adven- SAVING 

ture through the land of Lufía, you can эмг find a special shrine in 
И? you шорты With the ணார? battery Ший и иек 
you stop playing for a while, you can pick up where ster popes i he pid 


Sou left with jouw lest saved game. ‘ther states to normal, You should save 


your progress whenever you have the 
‘opportunity. Be sure to save in more. 
than one file. mer ils pou To тийип yew йе When 


КЛ ЛЕШЕ 
stored. Saved қате information is 


S err GENVINCUVEEDATD 


start a new game, move the cursor _ When all four of the saved game slots 
to the word “Start” using the uu 1 are filed, you can save over a previ- 
Control Pad, then press the А ‘ously saved game. This progress does 
Button or the Start Button. „=й erase the previous fle, so make sure 


NEW GAME 


The Game Select Screen shows four 
places where saved games are 


ENTER-NAME 

While the default name of the main. 

character is Maxim, you can customize 

your ате and change his name. Press 

The uon to erase the letters, one a 

atime, Then move the ў 

‘cursor to highlight the பி - ready to contin | 

desired letters and 市 ue a saved 

press the A Button to. 7 А вате, шт оп 

select them. The — d 2 the power and 

name cannot exceed E press the Start 

five letters, Button fo move 
E d to the screen 


uc ose ln the ase コニー ニー ニーーーーー х that displays 


OO m А, 
rero era perc eee regarding saved games. Then, select the appropri- 
oa Te nium gh me e ate file by moving the Control Pad and press the A 


Jes M or er anes бе long дәт 
тшшш tm j Button to resume the play. 


AME SCREEN | 
The various types of game play are pre- 
sented on different types of game | 


screens. The following pages describe the game 
screens and explain how to use them while playing. 


SHOP SCREEN 


Shops are located in villages. If you want to do business, position your char- 
‘acter in front of the merchant and press the A Button. The merchant will 
‘present you with several options to choose from. 


Jor days wih ea 0 
rl is. 


The Control Pad allows you to move the cursor 
to various shap options. 


@ Pathe tot ‘Select the highlighted 
tion or item. E 


Te aan alos o rl epe 
[or 


SELLING THE SURPLUS 
И you have more hems than you need, you can 
sell off your surplus stock. You'll receive about 


POWERS RE 


When you press the X Button, 
vol see information on the 
selected item. The letters "IP" next 
to the name of an йет wil show 
that the йет has special IP powers. 
Press Right on the Control Pad for 
information on that special power. 


ium 


nn. 


F A —M 


d FIELD SCREEN 


“Action in the open road centers on your lead character. Even И there are 
‘other warriors in your party. only the lead character is represented in the 
тееп, Monsters cannot he seen ший they ambush your party and 


When your party enters a town, the name of 
the town appears on he screen for a few 
‘moments. You'll yee your entire party in 

town screens. Move them into position to 
talk to townspeople and press the A Button. 
You can also enter buildings and climb up 
and down stairs. 


Sane door ve ity io 
டயட od 
‘ery 

Them enter he net sae, — 


YOUR PARTY 
BEES 
Клан omn 
mun rs 


ione 
E La 


Switches sometimes. doors E 
IW cup 
areas. You can flip switches by moving your 


dead character into position and pressing 
the A Button. 


Some objects, Ше vases, can be picked up. 
Position your character in front of the item 
and press the A Button to pick it up. You 
{an walk around with the йет, then set it 
donn with another ap of the A button- 


Some carvings on the floor indicate spots 
where your party can jump from one level 
of a dungeon to another. Guide your lead 
character to the arrow and move in the | 


Pushing Blocks 
У Whee «dbi re 
の ツウ ーー の 
Ade c, em pud. Be Ашен ю 
move the obstacle. 


Keys 
There are keys in treasure chests in almost every 
dungeon ond tower: our character wi ше ley 
automatically when you have them, 


Hint Signs 
Hint Signs give important clues. Guide your char- 
acter in front of one of these plaques and press 
Шел ft red ho 


Cut the Grass 
Your sword often comes in handy where there is 
foliage. Press the В Button to swing the word to 
cul away grass and moss. You may find a hidden 
switch or passage. 


Weak Points 
Dungeons are rickety places, Some have broken 
ай that can be blasted with bombs. Others 
have weak floors. If your character walks onto a 
weak section, he'll fall through to the lower floor. 


Arrow Switches 
Some switches are hard to reach. You can hit 
these switches with arrows. You may have to 
move some blocks out of the way for a clean. 
shot. 


PUZZLE ROOMS 


Many dungeon rooms present puzzles that must 
Бе solved in order for you to move on. Puzzles 
involve switches, keys, blocks that can be pushed 
and other subjects discussed in the previous 
pages. lf you find a hint sign on the wall, make 
‘sure to read й for an important clue. 


HELP IS HERE 
Just when you need them the most, you 
will find icons with which you can save 
your progress, restore НИ Points and 
‘estore Magic Point. These icons are 
often hidden deep in the darkest dun- 
geom. Cuide your ead character onc? the 
icons. This wil give you the option to save 
and restore. Then you can move on with 
Confidence. 


The HP icon indicates that this is the place to rest 
Points. Move your lead character onto the icon and 
your points will be back to their ma 


m works just le the HP icon. When your 
haracter steps onto this section of the floor, the Magic 
Points for all magic users will be restore 


It's important to save your progress often because, if 
your party perishes, you can continue your game at your. 
st save point. Step on this icon to sav. 


SUB SCREEN 


H you need to check on an item, equip а weapon, use a spell or change The Status selection allows you to 
the order of the characters in your pari. you can perform those func- жее the character's name, curent р 
| tons, and more, in the sub screen. Press the Y бойоп to bring up the sub Jes, Hit Points, Magie Points al re 


utes and equipped items. You can 
ako see how much experience they 
"eed in order to reach the next level. 


| screen, then survey the screen for the options of choice. 


Er 
ported 

‘This option allows you to change the 

| / order of your party members. Press 

A Button to select a member of 

Wed j the party then move the cursor and 

poems pres A again to change Mat charac- 


Use the Control Pad to move 
between the Feed, Change and. 
Name options. Then press the A 
Button fo choose the selected 
option. Youll find more information 
on capsule monsters on Page 28. 


The Control Pad allows you to select 
various game configuration options. 
Press the A Button when you's 
arrived at an option that you would 
йе to change. 


Press up or down on the Control Pad 7, y+ 
to scroll through the items in your. 


Inventory. Press the B Button to 
switch to the item bar, then press 
left or right to choose between the 
Use, Sort and Drop options. 


When you select spells, a blue bar 
will appear under one of the charac- 
ters. Move the bar fo the appropriate. 
character and press the A Button. 
Spell: that you can use will be shown 
in color. 


Ws important fo make sure that your 
‘characters are using the right equip- 
ment. You can equip items individual- 
Jy or select the “Strongest” option to 
‘automatically give your hero the 
Strongest equipment available. 


of the keys that you have collected, 
You can use these keys to enter 
doors in dungeons. Just walk up to 
the doors and your hero will use the 
appropriate keys automatically. 


PECIAL SKILLS 


Dungeons are packed with puzzles that 

require special skills on the part of the 
hero in pu to be solved. Press the Select Button to 
survey your skills. You'll start with the Arrow option 
and earn others as you progress. 


ross lal od rigs onthe 
th ei of ml S =f 
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ARROWS 


Arrows can be used to hit switches from a 
distance and stun enemies. Move your hero 
into position, select the arrow from the list 
of available tems and press the Y Button 
to shoot. The arrow will Пу straight and 
true, and hit the target every time. 


BOMBS 

You can use bombs to blast through weak 
sections of walls. The weak sections are 
Indicated with cracks and a different tex- 
ture from the other wall sections. When 
you've selected a bomb, press the Y Button 
to drop it. When your character has 
walked six paces, the bomb will explode. 


HOOKS 


hits its target, your party will move to the 
target area. 


FIRE 


ARROW 


HAMMER 

The hammer allows you to move some 
obstacles, crash rocks and break through 
Certain weak walls It wil not hit switches. 
You can use the hammer in the same way 
thal you use all of the other special items. 
Move the hero into position and press the 
Y Button to swing. 


RESET 
You can get yourself into some situations 
where a puzzle can no longer be solved 
You might, for example, push a block into 
а corner where it can be pushed no more. 
This option allows you to reset the dun- 
eon room so that you can start over with 
Эй of the monsters and obstacles in their 


‘staring positions. 


ーー 
ATTLE SYSTE. 


When the monsters attack, you've 
oL io be ready ta fight backs Every 

member of your party will receive their assignments 
from you, one turn at a time. 


© MONSTERS - 

Ten ghouls итим er Ты теши bet ow 
see ary wel n. 
கணை emed ov by sone bere. 
CHARACTERS | к= = 
DO m 
ander por coil i of our party member K4 
Ael wr od ‘hae al e 


‘he ta oe bt 


BATELE* OPTIONS 
When a battle begins, you'll be faced with three maio options: Trade Places, 
Attack or Escape. f the monsters have surprised your party they go 
trough one round of attacks before you сап select any option. 
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ЛУКА rae 
FIVE WAYS ТО FIGHT 


When you select the Attack option, you'l be faced with five new 
‘options. You can use an йет, use a magic spell, use the power of IP, 
defend yourself or simply lash out with your fighter’s currently selected 
weapon. Once you've survived a few fights, you'll formulate a good bat- 
the strategy. 
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ALL ABOUT 17 
The CM meter for every member ог your party indi- 
cates his or her available IF This special power relates to 
the number of times that this character has been hit in 
combat. Моге hits give the hero more IP Many lems 
demonstrate special powers when IP is used. f an item 
has IP powers, youl see the letters “IP” next to that 
item’snamein 


ec 
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MAINTAINING 6002 
| HEALTH 


|The members of vour party can be hit with a variety of 
fictions. You benefit greatly by making sure that you 
have plenty of items and spells that will correct those conditions. tf the 
condition go on uncorrected, your fighters won't five up fo ther full 
Potential 


PEP s, a merter of 


your party has been poisoned, he or 
she wil take damage with every step. 
Use an Antidote to remove the effect 
of the poison, then restore your char- 


condition will be 


normalized at the 
end ofthe бум, or 
with the use of the 
Mystery Pin. 
டி 
Confused heroes 


often infit damage on ther own 

‘adventuring party I's» rood idea 
to bring heroes out of their con- 
fused states with items and spells 
as quickly as possible 


மின்‌ wren a member of 


your party loses ай of his or her Hit 
Points, this adventurer is considered to 
be “disabled.” You'll need a Miracle in 
order to remedy the situation. 


lyzed cannot move or fight. Their 


© acter’ last Hit Points. 


VITAL SIGNS 
There are a number of statistics that indicate the various 
strengths of your heroes. These numbers wil increase when 
the character rises in experience levels and when he or she 
equips with certain items. Кий know if tributes rise or 


оГ the hero in question. Heroes with high DFP wil be able 


-DEED Defensie power is a product of armor and the toughness 
Е to withstand more damage and оне fewer Ht Points. 


This statistic describes the strength of the charac- 


fall when particular items are equipped by looking at the fer I wil increase as that character's experience 
едир screen. An arrow pointing up indicates а rise in that level increases, 
ஏற்க An arrow pointing down indicates a fall 
AGL accounts for an adventurers gil. 
agi oi А high agility will allow for that hero to 
mune mrt avoid attacks successfully You can 
に リカー increase agility by equipping your char- 
Set wll be «Гелеу ம்‌ acter with light armor, 


It pays to have а high intelligence in bat- 
人 situations, Brains will always win out 
‘over brawn, Certain stones contribute to 
the added intelligence of your fighters. 


Guts indicate the base instincts and strength of. 
э hero. И also wil increase the effect of the IP 

meu: ‘a any weapon or йет. Guts increase with expe- 

P wh b rience ard certain equippable items, 

"evi fet e ates fo яту 

me This statistic indicates the abiit to avoid 

being hit bv enemy spells. MGR will 
increase when the character is equipped 
With a variety of stones 


НР ந ни Points, Ihis is the most crcl to 
tack at Га War runs ош of Hi Pans be or she wi. Heroes pain Experience Rl wth every vct 
incapacitated, Experience Points ultimately contribute othe 


рекке of tn kera A bial 
«ШИР > Msie Points are important for magic users Ee spel! எனை level эй bring a те 
requires Magi Points in order a be cast. The numbers next to al statistics, 
To each pel onthe sb screen indicate how much it costs ப 
уш tad tine Je Somes tc il 


pror ТТТ 
ATED The Attack Power indicates the amoont of damage that your Soret 
hero can inflict with his or her currently equipped weapon. 
Бае н 


APSULE MONS 


While most monsters intend to harm the 
members of your party, there is a group 
of monsters that has good intentions. Capsule mon- 
sters can be found in treasure chests throughout the 
land. They'll fight for you. 
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Them assist you in battle. 
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LEVELUP į 
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ELEMENTAL 
DIFFERENCES IN 
CAPSULE MONSTERS 


Every ane of the seven types of capsule 
monsters is associated with а different ele- 

ment. These elemental affiliations affect = 

their fighting power and techniques. Ad 


rena ЙЕР» 


available near the beginning of the adventure, I 
wil learn quite a few special abilities and magic 
spells. tt is, however, slower than most capsule 
monsters and tends to escape from battles often. х 


The first capsule monster that you will find has a and magic abilities of 
neutral elemental affiliation. It relies strictly on the Dark monster are quite high. 
physical attacks, rather than on апу special abilities. だ Magic DFP and guts are, however, quite 
Ws fighting specialties are punc hc» and head butts. low. This monster proves to be one that is 
inte ei 
— 1 
low attacking ability and is slow les enemies with a blistering fire attack, 
to grow, it eventually becomes a j rage attack power, defense 


id Hit Points. t also tends to run 
from battles if they take along time. 


This sturdy beast is the strangest of the capsule 
= monsters and the leas el, o un from abate 
te. t docs, however have very litle resistance 

to magic and low agli 


powerful ally t uses Holy Light 
аз a weapon, has a high inteli- 
ence and can move quickh Eventually it 

learns to heal party members, à 


This monster В quick; quick ihe the wind. It Š 
Er A Ed 
DEP Since this monster has a low gut level, it 
aften escapes in the middle of important battles. 


for each of the seven capsule mansters lo 


Capsule monsters grow in experience level when they п ¢ the c ame, you may see as 
in experience points. They also grow with every class 


2 ~ PECIAL TRAVEL 


There are several different ways to get around 

іп the land of Lufia. The first mode of ௧ 
portation is simply putting one foot first in front of 
other. You'll discover more e т modes later. 


n WARPING 5 


snap when all you need lo do g get from Point А 
to Point B. 


SPECIAL MACHINE 

The inventive hero, Lexus, has created this gadyet for a variety of travel 
experiences It can float die and. eventually ly. When the machine を 
complete, it will allow for your party to go ta virtually anywhere in the land 
without the risk of enemy ambush. 


அணை ட்ட 
begins as a boat. Lexis 
ieri at rm ates ater ht were 

previously uncrossable. 


SUB Maite — 1 атын, 
upgrade allows for = 
the special machine to dive into lakes and rivers 
that it could, previously, only float over. 


The last Special Machine upgrade allows for it to 


fly. The blimp can carry your party to practically 
any tran destination n a few minutes, 


tke the Control Pd Jo move the Special) 
the North, South, East, Tested deo 


ஜ்‌ The A aon ல functions. I allows my fo 
enter and ей, ond fo Пу or dive from the surface. 


ASINO GAMES 


If you're feeling lucky, you can try to 

win some extra cash in a basement 
casino on a small island. You may even earn some 
very rare items. 


ее SLOT w 


^. BLACK JACK 
This high stakes game allows you to et as many 
as 99 colos af once. Press the A Button if you 
‘vant an additional card. Press the В Button if 
you'd le to hold. 


SLOT MACHINE 
There are dot machines in several locations on 
ufi. They re called “one-armed bandits” fora 
reason. You should only bet as. 
‘ord 1o lose. 


STUD POKER 
{War need a VLP. card in order to join this power 
same. The stakes start at ten coins and increase 
фу as you play. 


ACTION BINGO 
This game challenges you to complete a horizon- 
tal, vertical or diagonal lie, You can bet as many 
as 29 coins per board. 


டி 


HINTS | 


The challenge of the land is before you. Lufi 


your help. Before you go, listed below are fol SS HINT 3 
that should help make you a master. Follow this, gem: Ў X s (Watch Your Party 
advice for adventurers and you 4 ж: You control the fighting actions 
will go far. * Dp ; of enuy CUR t MAR கா்‌ 
җ gi peri] ober loe 
a ems * 1 special strengths and 
ey weaknesses, Make 


( Make Maps sure that you are 


W's easy to get lost in all or Ferences, There 


னன 
жей 


the towers and dungeon. o 886: aro apal зад 
ரக பா அதி த த்த lem tha wil bep 
searching for Муз. Use a pen to strengthen 
da prece of paper make 


maps of the more maze-like - 
areas. Then, when you retur withthe keys 
youll know your way around. 


Build Levels 
1 The most important rule of adventuring i to bull 
1 E levels sû lal you won't be caught in 
Experiment , Eoi sel parts த. 
Ms соч to get into a 
monster-fighting rut. You 
find yo i 
always using the default 
fighting commands. Then, 


om be prepared 
Tor the tricky battles in 
[ме stages of your adven- 
ture Make sr to exper 
жеш with special ates 
Sind nthe carly stages. Ther. youl be able to take 
от more advanced monsters with es 


ADVENTUR 


The people of Lufia need your 
‘Sinistrals are fast approaching and iae 
rd to come by. Here are ten steps that you can 
take at the beginning of your adventure to get start- 
ed on the е right foot. 


STEP ONE 
You'll begin the adventure with Maxim, 


STEP THREE 

ber и eee 

Then fight lizards and jellies until your 

ence B up to Leve teat Next rt 
Ча, have dinner with Па buy a Rapier 

Epa aea 

NT 


fit the bil Before you go. stay at the ion and 
visit the shrine to save your progress. 


STEP FIVE 


you win, you'll meet iris, She'll pro- 
vide some important information. 


STEF SIX 

Now that you have the key that allows for 
you to go to Sundletan, you can open the 
yrfan door Before you go much further, 
ouch, you should talk again to the towns- 
people of Eid. They wil ave some good 
"advice. Once you've had an earful, oa ean 
‘move on 


STER SEVEN 
The people of Sundletan have experienced a 


The field and earn enough cash to buy a Cap. 


STEP EIGHT 


You'll learn that the lake cave is the source of = 
the earthquakes. There, you'll find a series of 
new puzzles to solve and а cave full of tough 
‘enemies. You should be able to take саге of 
this challenge if you've reached Level 7 in 

experience. Take your time and don't give up. 


STEP NINE | 7 
With the mystery of the lake S 
இணைக னா கள்‌ = 
|| issn har the bry 
ЁК 

| is out, You'll discover that a 
woman has been looking for 
you. You'll find this ven surrounded by 

Tinten He e e iie ன்‌ 

After you save her shel join your party as Ti 


STEP TEN 

Go back to Sundletan for items and 
information, and make sure to get 
the best armor and weapons for 
both Maxim and Tia, When you 
leave town and return to the 
Alunze Kingdom Shrine, the bridge 
will be repaired. Thal's your signal 


GO. OUT AND CONQUER! 


You're on your own from here. Remember to E m 
build your levels and search for the Без 37 
items and spells. With some thought and 

patience, you'll be sure to succeed. The peo- 

le of the world are counting on you. With 

your help, Maxim and his fellow adventurers 

will become heroes of legend! 


[Natsume Inc, warrants to the original purchaser of this Natsume 
product that this game pak な free from defects in materials and 
workmanship for a period of ninety (90) days from the date of pur- 
chase, This Natsume product is sold “as is" without expressed or 
implied warranty of any kind, and Natsume is not liable for any loss- 
«+ ог damages of any kind resulting from the use of this product, If 
ıa defect covered by this warranty occurs during this 90-day warran- 
ty period, Natsume wil repair or replace the game pack, at its 
option, free of charge. Send product postage paid, along with dated 
proof of purchase, to the address shown below. 


This warranty shall not be applicable and shall be void if the defect 
in the Natsume product has arisen through abuse, unreasonable use, 
mistrealment or neglect, THIS WARRANTY IS IN LIEU OF ALL 
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR 
CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE 
NATSUME, ANY IMPLIED WARRANTIES APPLICABLE TO THIS PROD- 
UCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND HT- 
NISS FOR A PARTICULAR PURPOSE, ARE UMITED TO THE NINETY 
(90) DAY PERIOD DESCRIBED) ABOVE. INNO EVI N1 WILL NATSUME 
‘RELIABLE FOR ANY SPECIAL, INCIDENTAL ОК CONSEQUENTIAL 
DAMAGES RESUITING FROM POSSESSION, USE OR MALFUNCTION 
OF THIS PRODUCT, 


Some states do not allow limitations as to how lons; an implied war- 
rant lasts and/or exclusions of limitations of im idental or conse- 
quential damages. ч the above limitations and/or exclusions of ia- 
bility may not apply to you. This warranty gives you specific rights, 
and you may also have other rights which vary from state to sate. 


NATSUME INC, 
1818 Gilbreth Road, Suite 229 
CA 94010. 
Tel (415)692-1941 
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